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Abstract 
This study aims to identify the need for interactive multimedia development for learning 
crafts and entrepreneurship. Using a quantitative descriptive approach and data collection 
techniques is a needs analysis questionnaire which is then analyzed quantitatively using 
statistics to determine and the percentage of responses from the research sample used in this 
study. The subjects of this study consisted of 55 students of Class XI IPA of SMA N 1 
Susukan, Cirebon. The results of the study report that the need for multimedia development 
for learning craft and entrepreneurship topic received positive responses from students and 
was supported by students who have the ability to operate computers in enough 
categorized, Schools also had been supported by computer laboratories. Given all this time, 
the module still dominates as a learning medium. This research can be the basis for 
educators to decide the need for interactive multimedia development by conducting a more 
in-depth needs analysis. 
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Introduction 
The development of science and technology has entered into various areas of human life, for 
example in education. Technologies such as computers, smartphones, and the Internet have become an 
integral part of the learning process, although not all levels have been implemented, and in some cases, 
their use has not been optimalized. Technological development will make teachers able to offer 
innovations in the learning process (Yildirim & Sensoy, 2018; Widodo, Huda, Dirgatama, & Wirawan, 
2020). In addition, The development of technology forces all components of the education system to be 
able to elaborate on the rapid development of science, information as a means to improve the quality of 
the learning process. so that teachers have the opportunity to take advantage of technology in the learning 
process in the classroom (Gan, Menkhoff, & Smith, 2015; Jones, 2017). 
Education in the 21st century is synonymous with the use of various scientific and technological 
innovations, one of which is the use of electronic learning media and the use of information and 
communication systems in education (Wihartanti & Wibawa, 2017; Taseman & Dahlan, 2018). Cause of 
that, Educational institutions around the world to make significant changes which can make they adapt 
the competency requirements of the Industrial Revolution 4.0 (RI 4.0), introducing technology to 
educators is one way that can be used by policy makers, so that classroom learning will be technology-
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based which leads to innovative learning (Hussin, 2018; Bayne, 2015), If this can be implemented, teachers 
will be more adaptive to learning conditions that are in accordance with current developments and 
technological advances. The application of ICT in learning will be able to help the world of education in 
the country to be able to create skilled human resources in the era of the industrial revolution 4.0 (Kali et 
al., 2015). By implementing education that is adapted to technological developments, teachers are 
expected to gain benefits such as computers and ICT skill, and then they would apply it in classroom to 
create a more interactive and modern learning activities. 
Sudjana (2010) argues that teaching and learning activities are the implementation of the curriculum 
in each educational unit with the aim of helping and facilitating students in mastering a competency. The 
best learning process takes place when the teacher's role does not have much control over, because when 
teachers tend to dominate the implementation of learning, such as lecturing students, using one-way 
communication will actually cause students to be passive. (Hanafy, 2014). The academic results of 
students are basically influenced by various factors (Sutrisno & Siswanto, 2016; Yuzarion, 2017), including 
students' factors, then the learning environment, teacher competency (Feng & Sass, 2017), subject level 
difficulty, and the availability of learning resources owned by schools to support the learning process 
(Wanyama, 2017).  
The way teacher chooses and applies the strategies, methods, and media of the learning process will 
affect the achievement of the competencies, just like was required in the twenty-first century (Rusdin, 
2018). Knowing the materials, information and standards that have been developed for the learning 
process becomes students' initial knowledge, then choosing the appropriate learning resources for the 
needs is an important thing that teachers should be able to implement (Notanubun, 2019). Through the use 
of technology, teachers are expected to be able to improve the quality of education. The ICT-based 
learning system provides the dissemination of information that is more actual, faster, more effective, 
efficient and has the potential to support the implementation of learning (Hussin, 2018; Halili, 2019). 
Among the forms of integrated technology use in the learning process is web-based learning (Zhang, 2018; 
Huang, 2018), computer aided learning (Kapi, Kahbi, Osman, Ramli, & Taib, 2017; Yue, 2017), and 
audiovisual-based learning (Asmara, 2015; Nicolaou, Matsiola, & Kalliris, 2019). 
practical and theoretical from the development and advancement of technology as described above, 
an education system is needed that must adapt to the use of ICT and relevant competencies in this century. 
So this will require changes in the implementation of the curriculum at the national level. Tania & 
Fadiawati (2015) revealed that the ideal concept of the 2013 curriculum process standard was student-
centered, and contextual learning (Pramita et al., 2016) , Learning media containing subject matter or 
information, supported by a comprehensive assessment system based on the needs of the competencies of 
this century, have the potential to be utilized. 
Entrepreneurial competence is one of the competencies needed to be competitive in the era of the 
Industrial Revolution 4.0. Entrepreneurship education in general was a social process for shaping 
individual life skills through an integrated curriculum in schools (Suasana et al., 2020). In addition, 
competence in entrepreneurship was a skill that anyone can learn (Winardi, 2003), it made 
entrepreneurship include in the theme of the implementation of 2013 curriculum which aimed to change 
and develop student mind (Maresch et al., 2016). Entrepreneurial education that takes place in each 
educational unit is implemented in the form of craft and entrepreneurial materials. The topic of craft and 
entrepreneurship invites students learn skills in order to get opportunities in the context of developing 
entrepreneurial soft skills and selling products (Fardila et al., 2015). 
Based on the results of the interview, it showed that the media often used by teachers is less 
attractive so students cannot understand the material presented. If students are not interested in learning, 
this will affect the learning outcomes that students have obtained. By monitoring activities in the learning 
process, some information was obtained that the teacher in carrying out learning in the classroom applies 
the task-centered learning, and the use of books or modules is controlled at the time of the learning 
process, and the materials provided have been linked to local capabilities (in topics Certain), during the 
two-hour learning (2 Jam Pelajaran), the teacher begins delivering materials from the teacher with books or 
media units provided by the government and blackboard, without using media presentations or another 
educational media, then students are given tasks at the end of the learning process the learner Enjoy the 
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Unfortunately, Government printed books are not yet included in the interactive media category 
because they only provide static text and images (Daniel & Woody, 2013). The learning process requires 
innovation to be able to create an educational environment that is integrated with technology while 
preserving information related to local potential or advantages as a tool to facilitate students in the learning 
process. Through an educational context that tends to be contextual, it is hoped that students will be able 
to interpret learning activities indirectly related to students' daily activities (Agustin, Wahyuni, & Bachtiar, 
2018; Sofyan, Anggereini, & Saadiah, 2019). 
The efforts that teachers can use as one of the innovations in the learning process was to create 
instructional media that can solve problems in the learning process in the classroom. Using computer-
supported learning media, such as multimedia, can make it easier for students to understand something 
abstract and clarify the presentation of information or educational materials (Sukiman, 2012) and improve 
the learning process and results (Misir, 2018; Hussain, 2018). The use of instructional media should be a 
concern for teachers in every teaching and learning process, keep in mind by using instructional media it 
can improve the quality of teaching and learning activities, increase interest in learning and digitalization 
the forms of educational materials delivery (Sudjana & Rivai, 2011; Erdoğan & Dede, 2015; Han & Niu, 
2019). 
Computers were synonymous with audiovisual media and multimedia, which had an advantages 
over print media (Balkan Kiyici, 2018). Using technology in education, especially computer-based 
learning, could help teachers achieve learning goals and improve student learning outcomes (Ghavifekr et 
al., 2014). Using educational media in the learning process also could help students improve 
comprehension, provide interesting data, and facilitate deduction of information (Tania & Fadiawati, 
2015). The function of media in the learning process is not only a means of assisting teachers but the media 
also plays a role in conveying the information or data that students need (Hidayati & Wuryandari, 2012). 
Therefore, teachers must have the intention and need to learn how to use instructional media to 
effectively achieve learning goals in the teaching and learning process (Nazir et al., 2012). Using 
instructional media that was integrated with the use of information technology in the learning process can 
help students develop the competencies to compete in the digital age as it is today, where information 
technology can help students to develop skills and increase motivation and expand knowledge 
independently without being limited in space and time (Ghavifekr et al., 2014). This study aims to obtain 
information about analyzing the needs of educational media development according to the needs of 
students and technological development, and the scope of this research will cover the use of educational 
media used during the learning process for craft and entrepreneurship, as well as how students think about 




The research method used is descriptive research, with a quantitative approach (Sugiyono, 2012). 
The data collection technique used a questionnaire with a rating scale based on the Likert scale (1-5) 
distributed on the sample, namely XI Science 1 with a total of 26 students and XI Sicence 2 with a total of 
29 students,  the whole sample becomes 55 students of SMA N 1 Susukan (purposive sample). The data 
obtained was analyzed quantitatively using the statistics to know the value of the means and percentages 
with regard to the use of instructional media, facilities in schools, as well as students' need on developing 
instructional multimedia in craft and entrepreneurship’s subject. 
 
Results and Discussions 
As mentioned in the previous section, data collection technology uses a Likert scale questionnaire 
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Table 1. Mean Value and Questionnaire Interpretation 
Mean Score Level Interpretation 
1.00 – 1.80 Very Low Strongly Disagree/Very Inappropriate (STS) 
1.81 – 2.60 Low Disagree/Inappropriate (TS) 
2.61 – 3.40 Medium Neutral (N) 
3.41 – 4.20 High Agree/Suitable (S) 
4.21 – 5.00 Very High Strongly Agree/Very Suitable (SS) 
Source: Hadiyanto, Amirul Mukminin, Makmur, Marzul Hidayat (2013) 
This section will convey information from the results of the needs analysis questionnaire that was 
completed by the entire sample regarding students' opinions on developing a learning media model that 
has been integrated with technology. Data from the questionnaire analysis are presented in the following 
table (table 2). 
Tabel 2. Results of Identification of Analysis Needs for Developing Learning Media 
No  Item Mean Std. Level Interpretation 
1. The teacher uses the methods of learning, 
lecturing and discussing 
4.04 .543 High Agree / Suitable (S) 
2 The teacher uses computer-based learning 
media 
2.36 1.043 Low Disagree / 
Inappropriate (TS) 
3. The quality of learning media used by 
teachers 
3.38 .914 High Agree / Suitable (S) 
4. Students can understand and the 
explanations conveyed by the teacher 
4.02 .527 High Agree / Suitable (S) 
5. The teacher often uses the type of module 
learning media 
4.04 .527 High Agree / Suitable (S) 





7. Students' ability to operate computers 3.53 .879 High Agree / Suitable (S) 
8. Whether or not learning is done using 
multimedia based on local capabilities in 
craft and entrepreneurship topics 
4.22 .629 Very 
High 
Strongly Agree / Very 
Suitable (SS) 
9. There is a computer lab in the school 3.47 .813 High Agree / Suitable (S) 
10. The teacher uses the multimedia learning 




Table 2. showed the results of determining the questionnaire that students have filled out regarding 
many aspects of needs analysis in the context of developing learning media in the form of multimedia. 
Student responses to the need to develop learning media contain a variety of intermediate values, and the 
average or overall average obtained roughly is included in the "High" level. 
As in item No. 1,3,4,5,7,9, students gave an answers to each component with the means values that 
are included in the “high” level, in item No. 2 the value of the means is listed in the “low” level, this as 
required by students. For items 6 and 10 included in the “medium” level, and those listed in the “very 
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The use of media in learning craftsmanship and entrepreneurship 
Based on the table. The overall results of the needs analysis questionnaire were identified, and this section 
will discuss the use of instructional media that teachers used in craft and entrepreneurship topics. Items 
indicating the media usage that the teacher uses during the learning process are transferred in items 5, 6 
and 10. 
Table 3. Student Responses to the Use of Instructional Media 
No  Item Mean Std. Interpretation 
5. The teacher often uses the type of module 
learning media 
4.04 .527 Agree / Suitable (S) 
6. The teacher has never used multimedia 
learning 
2.80 .951 Neutral (N) 
10. The teacher uses the multimedia learning 
program during the learning process 
2.91 .888 Neutral (N) 
Table 3. showed that students have provided a high response to the teacher’s learning methods, 
which is the unit provided by the government (mean = 4.04), with details that up to 63.6% of students 
“agreed” that in the learning process teachers mostly use supplied units By the government. The modules 
include one type of material-containing learning media, which is systematically designed for efficiency and 
the unit type is divided into electronic and printed modules (Puspitasari, 2019). But the facts in this study 
are that the teacher is still using the printed version of the unit, so students cannot bring the unit to study 
independently. 
Additionally, based on the table known that during learning activities, teachers still use multimedia 
as a learning tool, although not often, information is obtained through interviews with teachers, that media 
The multiple commonly used by teachers were powerpoint presentation modes. It can be seen on Item No. 
6, among the answers of students who agree and disagree, is still nearly balanced, although the majority of 
students say "agree" (around 50.9% students) that the teacher has used multimedia learning. 
Learning support facilities in schools 
Computer labs with appropriate computer units are an important component of applying information 
technology in schools, whether in school management systems or in learning management. It is expected 
that the use of information technology in the form of computers and their use in the learning process will 
be integrated due to the many positive effects of the use of computers in the learning process in school. As 
revealed by Erdoğan & Dede (2015) they found that the scores in science and technology in the 
experimental group were much higher than the control group, these results indicate that there are benefits 
to the learning process by using computers rather than using media and methods that tends to be 
conventional. 
Given the importance of supporting facilities such as computers, the next aspect of need analysis is 
learning support facilities in schools in the context of developing and implementing learning media that 
utilize computers. The item that shows the related aspect is item number 9. 
Table 4. Student Responses to Learning Facilities at Schools 
No Item Item Mean Std. Interpretation 
9. There is a computer lab in the school 3.47 .813 Agree / Suitable (S) 
Based on table, students were known to provide a high response to support facilities in the learning 
process, especially issues related to the application of information technology (IT) in teaching and learning 
activities with means score = 3.47, with the details of 52.7% of students said ``agree'' Schools had computer 
labs that can be used for the learning process. The results of student responses were enhanced by 
interviews with subject teachers, as the school already has about 60 computer units in two classes 
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Strongly Agree Agree Neutral Disagree Strongly Disagree 
Perception and Opportunities of Multimedia as a Way to Learn Crafts and Entrepreneurship Topics 
This section will describe the results of the analysis of the aspects of perception and opportunities of the 
application of multimedia to the learning process. Items showing related to these aspects are items number 
7 and 8. 
Table 5. Results of Perception Regarding Multimedia Opportunities for Learning 
No  Item Mean Std. Level Interpretation 
7. Students' ability to operate computers 3.53 .879 High Agree / Suitable (S) 
8. Whether or not learning is done using 
multimedia based on local capabilities in 
craft and entrepreneurship topics 
4.22 .629 Very 
High 
Strongly Agree / 
Very Suitable (SS) 
Based on the results of analyzing concepts and opportunities for multimedia in the learning process, 
it appeared that students provide positive answers that say ‘agree’ on the development and use of 
multimedia in craft and entrepreneurship topics, these results were shown by the average response of 
students who fall into a level that is ‘strongly agree’ with the means score = 4.22. The opportunities for 
multimedia to use as creations for the learning process are very large given the average height of students 
with the ability to operate computers (mean score = 3.53) then it appearead that students in general had 
the ability to operate computers. The percentage data for student responses to multimedia development 












Figure 1. Student response to development opportunities and utilization of learning multimedia 
Based on these graphs, it is known that student responses were very receptive to the development 
and use of instructional multimedia with details of 17 students (30.7%) stating 'strongly agree' and 
followed by 34 students (61.8%) stating 'agreeing' to develop a product multimedia learning for learning 
activities on the subject of craftsmanship and entrepreneurship. 
The presence of interactive multimedia in the learning process begins with the development of 
information technology which requires students to have 21st century skills, one of which is being able to 
operate technology or other things that are digital (Sahidillah & Miftahurrisqi, 2019; Moreira et al., 2019), 
it makes that utilization of computers become one of the solutions for learning in the current era. The 
material in subjects delivered through interactive multimedia has more advantages if it is only delivered 
orally, this is due to the characteristics of interactive multimedia, which is dynamic, interactive, and 
independent for students to learn (Guo & Jia, 2016; Septian, 2019), can receive the information in the form 
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Some relevant research states that the use of multimedia learning can affect student academic 
achievement (Budiastuti et al., 2018; Ponimin & Suryani, 2019), attract students' attention, facilitate 
students in mastering the concepts of the material presented, create an active and capable learning 
atmosphere being a medium for individual student learning (Suyanto, 2003; Suyitno, 2016; Lindner et al., 
2017). Another thing that supports the development of multimedia learning potential for craft and 
entrepreneurship subjects is that the teacher is familiar with the use of computers, even though the media 
used are only limited to powerpoints for presentations. 
Therefore it needed innovative instructional media that can motivate students to learn and can 
explain highly complex educational materials. On the other hand, the teacher should able to combine 
appropriate and relevant learning methods and media, it will make the students easily understand the 
materials. Multimedia learning as mentioned above can be used as an innovative media learning solution 
that appears to be able to meet the needs of the learning media according to changing times. 
 
Conclusions 
Innovation in the learning process becomes fundamental to be able to create a conducive and 
effective learning atmosphere. One form of innovation to create a conducive learning atmosphere is 
through the development and utilization of computer-based learning media, namely multimedia learning. 
The development of information and communication technology that is increasingly fast requires teachers 
to always be able to utilize learning media in the learning process. The results of this study indicate: 1) 
Government-provided units control the use of media in the craft and entrepreneurship learning process, 2) 
Students have the ability to operate computers, 3) Teachers rarely use computer-based media such as 
strengths and videos of the process Learning Although facilities in schools are very supportive for 
developing instructional media such as computer-based learning, 4) Multimedia learning has an 
opportunity to overcome the media use restrictions that teachers can use in craft and entrepreneurship 
topics, and this is also supported by positive response from the students toward developing multimedia for 
learning process. Based on the research that had been done, teachers must be able to develop multimedia 
learning in craft and entrepreneurial topics and can be combined with curricula and learning methods that 
suit your needs. In addition, teachers were expected to be able to develop themselves through the activities 
by creating multimedia products for craft and entrepreneurship or other subjects. 
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